











Than : 

Thank you for purchasing Marathon. It is because of your support, as our 

CUSTOMER, THAT WE ARE ABLE TO CONTINUE TO DEVELOP CUTTING-EDGE PRODUCTS. 

Please Don’t Pirate! 

It TOOK OVER 3D,ODa WORKING HOURS TO MAKE MARATHON A REALITY. PLEASE DON'T STEAL 
THE FOOD FROM OUR CHILDREN'S MOUTHS BY PIRATING THIS SOFTWARE. WE UNDERSTAND HOW 
YOU MIGHT THINK SOMETHING THIS GOOD SHOULD BELONG TO EVERYONE, BUT LET’S BE REAL. 

IF WE DON’T GET RICH OFF THIS, WE AIN’T MAKIN’ ANY MORE GAMES. 


Customer Support 

As OUR CUSTOMER, YOU ARE OUR MOST IMPORTANT ASSET. IF YOU HAVE ANY QUESTIONS 
ABOUT HOW TO USE OR INSTALL THIS SOFTWARE, PLEASE GET IN TOUCH WITH US THROUGH ONE 
OF THE CHANNELS LISTED BELOW. WE ARE MORE THAN HAPPY TO HELP YOU OUT. 

BUNGIE SOFTWARE PRODUCTS CORPORATION 
CUSTOMER SUPPORT 
PD BOX 7877 
CHICAGO, IL 6068Q-7B77 

TELEPHONE: (3121 563-62DQ 

Facsimile: (312) 563-0545 

America online: Bungie 1 

AppleLink: BUNGIE 

eWorld: BungieCorp 

Internet: Bungie1@aol.com 


<< WARNING >> 

THIS MANUAL CONTAINS SARCASTIC LANGUAGE THAT SOME READERS MIGHT FIND CONDESCENDING. 
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“PRIM*! iDDSTER BURN HAS CEASED. SHUTTLE MlRATA, YOU’RE CLEAR FOR ORBITAL 
MANEUVERING.” 

THE MlRATA LURCHEB FROM ITS BAY ON THE BACK OF ITS POWERFUL ROCKET BOOSTER. 

After the jolting of the separation ceases, you find yourself pondering the fate of 

THE COLONY RECEDING BELOW YOU. WITH APPREHENSION, THE SAME APPREHENSION YOU FELT 
THREE HUNDRED AND TWENTY-TWO YEARS EARLIER, YOU ENVISION MARCUS TIBERIUS BUENDIA, 
ONE OF SOL’S GREATEST LEADERS. "MANKIND WILL VENTURE OUT PAST ITS EARTHLY BOUNDS, 
AND MOVE INTO A FUTURE GRANDER AND MORE REAL THAN THE TOTAL OF ITS OWN WRITTEN 
HISTORY.” BUENDIA, THE PRESIDENT OF THE UNIFIED EARTH SPACE COUNCIL, HAD SPOKEN 
THOSE WORDS TO THE PEOPLE OF THE SOL SYSTEM ON THE EVE OF THE LAUNCHING OF THE 

Marathon. “This, the grandest achievement mankind has ever conceived will be for 

THE PURPOSE OF PEACE AND THE PRESERVATION OF THE HUMAN RACE. MAY THIS GREAT 
TECHNOLOGICAL ARK CARRY WITH IT THE SUM TOTAL OF ALL HUMAN WISDOM, AND MAY NEITHER 
TIME NOR DISTANCE WEAKEN OUR COMMON TIES.” 

<DURANDAL> DECOMPRESS THE DOCKING BAY 

DURING THE DAYDREAM, YOU BARELY NOTICE THE CHANGE TO ZERO GRAVITY OR THE 
INSTRUMENTS AND LIGHTS SIGNIFYING THE RENDEZVOUS OF THE SHUTTLE WITH THE MARATHON. 
BUT as a warning light goes on, and durandal’s voice comes OVER the COMMUNICATOR, 
YOU JUMP TO ATTENTION. 

“Docking bay one: decompression completed. Mirata this is durandal, abort 
landing. Repeat. Abort landing," a faint chuckle. A chuckle which means that 

SOMETHING HAS GONE HORRIBLY WRONG. 

Immediately, your reflexes take over, as you fall into automatic response 

MODE. You HIT THE SWITCH FOR OPEN COMMUNICATION, “COLONY STATION, DURANDAL JUST. 
DECOMPRESSED THE LANDING BAY. MARATHON, ANYONE LISTENING, WE ARE HAVING A 
PROBLEM WITH DOCKING BAY ONE. ITS DURANDAL, I THINK HE’S GONE...” THE COM LIGHT GOES 
DEAD “...CRAZY." 

<DURANDAL> ORDER- LOCK OUT COMMUNICATIONS BETWEEN THE COLONY AND THE 
SHUTTLE- ORDER- CYCLE THE SHUTTLE AIRLOCK 

YOU LOOK FRANTICALLY AROUND THE CONTROL PANEL FOR SOME EXPLANATION WHEN 
YOU SEE ANOTHER LIGHT ON THE PANEL TURN RED. THE SWEET VOICE OF THE SHUTTLE 
COMPUTER TWERPS. “SHUTTLE AIRLOCK CYCLE INITIATION SEQUENCE START-” 

< durandal> Cycle the Mirata cabin’s inner door 

“-ONE MINUTE TO CABIN DECOMPRESSION." 

“GODDAMN IT!” YOU SLAM YOUR FIST IN FRUSTRATION ONTO THE CONTROL BOARD, 
LEAVING A DENT. IN A PANIC, YOU TEAR OFF YOUR SEAT RESTRAINTS AND LEAP FOR THE REAR 
OF THE SHUTTLE CABIN, “FORTY SECONDS TO CABIN DECOMPRESSION.” YOU ARE RUSHING 
NOW, BUT YOU KNOW THAT YOU HAVE PLENTY OF TIME. 

YOU FLY IN ZERO GRAVITY TOWARDS THE LOCKER HOLDING YOUR BATTLE ARMOR. YOU 
HAVEN’T WORN IT SINCE YOU HAD TO HUNT DOWN SOME CHOCKISENS WHICH WERE HARASSING 
THE WORK TEAMS ON THE FRINGE OF THE COLONY, ALMOST THREE YEARS AGO, BUT TRAINING IS 
SOMETHING THAT YOU NEVER FORGET. |T*S FUNNY, BUT YOU’VE ALWAYS BEEN THE COLONY’S 
TROUBLE SHOOTER. YOU’RE BIGGER AND STRONGER, AND A BETTER SHOT. IN GAMES, YOU 
ALWAYS SCORED THE MOST POINTS AND LOOKED THE HERD. AND NOW, IT LOOKS AS IF YOU’RE 


' ADING RIGHT INTO THE COLONY'S BIGGEST CRISIS SINGE IT WAS ESTABLISHED SEVEN YUHB 
AGO. 

YOU NIMBLY PULL YOURSELF INTO THE SUIT- “THIRTY SECONDS TD CABIN 

Decompression"- and pull the helmet onto your head. 

< DURAN DAL> ORDER- PREPARE THE SHUTTLE FOR MAXIMUM ENGINE BURN. 
<MIRATA’S ComPUTER> BUT THAT WILL RESULT IN A COLLISION BETWEEN THE 

Marathon and the Mirata. 

<DURANDAL> THAT is not your CONCERN, - ORDER- PREPARE SHUTTLE FOR 
MAXIMUM BURN, AND INITIATE WHEN READY. 


The lights around the airlock are flashing hysterically NOW. THE air from 

YOUR SUIT HAS A COLD, STALE TASTE, BUT IT IS THE TASTE OF LIFE. “CABIN DECOMPRESSION 
COMMENDING. SHUTTLE AIRLDCK CYCLE INITIATION SEQUENCE COMPLETED." 

GREY WHITE DECOMPRESSING VAPOR FILLS THE CYLINDRICAL PASSAGEWAY DF THE 
AIRLOCK. THROUGH THE DEGENERATING CLOUDS OF THE AIRLOCK PASSAGEWAY, INSTEAD OF 
LOOKING UPON THE TAU CETI STARSDAPE, YOU SEE THE TUNOER MIRAGE EFFECT: SPACE 
BLURRING AND FOCUSING IN DIMINISHING CYCLES. THE TM E IS COMMONPLACE TO YOU, 
HUMANITY HAS USED TELEPORTERS FOR ALMOST FIVE HUNDREO YEARS, AND YOU YOURSELF 
HAVE BEEN TELEPORTING SINCE BEFORE YOU WERE BORN. BUT YOU'VE NEVER SEEN THE TM E 
DOVER AN AREA SO BID BEFORE, AND NEVER AT ALL WITHOUT A LANDING PAD. AND YET 


ANOTHER FIRST.' A SPACE FIGHTER MATERIALIZES RIGHT IN FRONT OF YOUR EYES. SINCE YOU 
DON’T RECOGNIZE THE MODEL, IT MUST BE AN ALIEN SHIP. 

FIRST, AN INSANE COMPUTER AND NOW ALIENS! THIS HAS ALMOST RUFFLED YOUR 
OTHERWISE CALM OUTWARD APPEARANCE, AND YOU DON'T REMEMBER THE LAST TIME YOU HAD 
SUCH A TERRIBLE DAY. BUT IT GETS WORSE WHEN THE FIGHTER BEGINS TO SPIN AROUND 
AND YAW DDWN ON YOU AND YOUR DEFENSELESS MlRATA. v 

“Maximum burn in five seconds, three., two., one..” - 

YOU DON’T WAIT TO HEAR THE REST OF THE COUNTDOWN. INSTINCT ACTS ON ITS 

OWN. THE ENTRANCE TO THE MANEUVERING POO IS DIRECTLY BEHIND YOU, SO YOU I 

PUNCH THE SWITCH FOR IT TO OPEN. THE HATCH FLIPS DOWN, BUT JUST AS YOU'RE /*>« 

ABOUT TO CLIMB IN, THE MlRATA'S MAIN ENGINES FIRE AT MAXIMUM BURN. THE JOLT ' 

SENDS YOU CRASHING HEADFIRST INTO THE POD WHERE YOU LAND IN A TANGLE OF KWH 
LEVERS, DIALS, AND LIMBS. 

The HATCH CLOSES BEHIND YOU, AND BEFORE YOU CAN UNTANGLE YOURSELF, A JIB 
MISSILE APPEARS FROM UNDER THE ALIEN FIGHTER AND SPEEDS TOWARDS THE MlRATA. ggSg 
THE MIRATA ONBOARD COMPUTER, DETECTING THE INCOMING MISSILE AND KNOWING 
THAT YOU ARE ALREADY ON BOARD THE MP, FIRES THE EMERGENCY DEPLOYMENT i Hg 

CHARGES. YOU ARE ROCKETED AWAY, SEEMING TO RIDE THE SHOCK WAVE OF THE 
EXPLODING SHUTTLE. 

YGU HAVE JUST FREED YOUR ARMS WHEN OVER THE BATTLE ARMOR WjjB 

COMMUNICATOR, DURANDAL REMARKS DRYLY: “THAT LITTLE COMPUTER ALWAYS DID HAVE 
IMPECCABLE TIMING. I WONDER IF I SHOULD LET THE ALIENS KNOW THAT YOU AREN'T JUST 
SPACE DEBRIS? HMMMNN...” 




YOU CAN'T DO THAT! DAMN YOU, COMPUTER!” 

Durandal chuckles again, “Ah, lucky you. I’ve found a new distraction. I am 

GOING TO PLAY WITH THE ALIEN VIRTUAL PARASITES. I'LL LOOK YOU UP WHEN YOU ARRIVE..." 
YOU CAN ALMOST IMAGINE THE FACE OF A WICKED COMPUTER WITH ITS EYES WIDE AND ITS UPS 
FOLDING OUT IN A GROTESQUE SMILE. A SMILE WHICH REMINDS YOU OF SOMETHING FROM YOUR 
PAST, BUT YOU CAN’T REMEMBER EXACTLY WHAT IT IS. 

You BREATHE A SIGH OF RELIEF, AND BEGIN TO SURVEY YOUR SITUATION. YOU ARE 
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durrently'> -iatinq towards the midsection of the Marathon- near the docking 

SECTION'S PORT SIDE. YOU COULD GET THERE FASTER, BUT IF YOU USE THE POD’S THRUSTER, 
CHANCES ARE THAT THE ALIENS WILL DETECT IT AND DESTROY YOU. So YOU SIT BACK, CHECK 
THE POD'S OXYGEN LEVELS, AND WAIT. 

You’ve always been a daydreamer. Your mind has constantly filled the time 

BETWEEN ACTIVITIES WITH IMAGINATION. NOW, YOU FALL INTO YOUR OLD HABIT, AND BEGIN TO 
DAYDREAM ABOUT YOUR CHILDHOOD ON MARS, YOUR FATHER'S DEATH WHEN YOU WERE SEVEN, 
AND HIS LAST WORDS TO YOU, "MAKE ME PROUD. NEVER LOSE YOUR HONOR." YOU COME OUT 
OF YOUR DREAM TWENTY TWO MINUTES LATER. JUDGING IT SAFE, YOU THRUST OVER TO ONE OF 
THE EMPTY MP DOCKING BAYS. YOU PULL OUT YOUR PISTOL, AND POUND THE SWITCH TO OPEN 
THE DOOR. 

ODDLY, THIS IS FAMILIAR TO YOU, AS IF IT WERE FROM AN OLD DREAM, BUT YOU CAN’T 
EXACTLY REMEMBER... 


V- 

Before using or installing Marathon, be sure to make a backup of the original 
disks. If you do not know how to make a backup, refer to your Macintosh owner’s 
manual, if you have a problem with the software, try referring to the 
Troubleshooting section in the back of this manual. 


Requirements 

Marathon requires a 256 color capable Macintosh Computer with a 6BC2C or 
BETTER PROCESSOR, SYSTEM 6.0.5 OR HIGHER, A HARD DISK, AND ABOUT 3 MEGABYTES OF 
AVAILABLE RAM. FOR NETWORK PLAY, SYSTEM 7 OR HIGHER IS REQUIRED. ADVANCED 
FEATURES SUCH AS 1 6-BIT GRAPHICS AND BACKGROUND MUSIC REQUIRE EXTRA MEMORY. 

Installation 

Installing Marathon is easy, just follow these steps: 

INSERT DISK 1 INTO YOUR MACINTOSH 

Double click the marathon installer icon 
Follow the onscreen instructions 

For background music you need to have QuickTime z.o with the musical instrument 

FILE INSTALLED (PLUS YOU'LL NEED TO GIVE MARATHON MORE MEMORY). IF YOU DIDN'T GET 
QUICKTIME 2.0 WITH YOUR MAC (ALL NEW MACINTOSHES COME WITH IT) YOU CAN VISIT YOUR 

local Apple Dealer and he’ll copy it onto some disks for you. 

STEREO SOUND, AS OPPOSED TO NORMAL SOUND, REQUIRES SOUND MANAGER 3.C AND A 
STEREO CAPABLE MACINTOSH. IF YOU DIDN’T GET SOUND MANAGER 3.C WITH YOUR MAC, YOU 
CAN GET IT FROM YOUR LOCAL APPLE DEALER, OR DOWNLOAD IT FROM AN ONLINE SERVICE. 

Starting a New Game 

TO PLAY MARATHON, LAUNCH THE MARATHON APPLICATION. CLICK THE BEGIN GAME BUTTON 
DN THE MAIN MENU. 


Starting a Network Game 

To play Marathon over the network you will need at least two Macintosh computers 

CONNECTED VIA LOCALTALK, ETHERNET, OR EQUIVALENT AND AT LEAST TWO REASONABLY 
CONSCIOUS AND SENTIENT BEINGS TO OPERATE THEM. 

Each player must launch a different copy of marathon on their machine, one 

PLAYER CHOOSES GATHER NETWORK GAME; EVERYONE ELSE MUST CHOOSE JOIN NETWORK 

Game, the player who gathers the game selects the joining players from the 

GATHER DIALOG BOX AND THEN STARTS THE GAME BY CLICKING THE BEGIN GAME BUTTON. 



OK, SO, LIKE, , ART FROM GETTING A POWERMAC OR SOMETHING, OPTIMIZING MARATHON TO 
RUN AS FAST AS POSSIBLE IS PRETTY EASY. MOST SPEED GAINS COME FROM DISABLING 
OPTIONS IN THE PREFERENCES DIALOG (SEE THE PREFERENCES SECTION FOR MORE DETAILS). 

This section is designed to help you divert every last cycle of CPU time towards 

YOUR ENJOYMENT OF THE MARATHON EXPERIENCE. 


SOME GENERAL RULES 

DON'T RUN BACKGROUND TASKS WHILE PLAYING MARATHON. THIS MEANS YOU SHOULD GJUIT 
OPEN APPLICATIONS BEFORE LAUNCHING MARATHON AND CLOSE OPEN CONTROL PANELS IN THE 
FINDER. ALSO, MAKE SURE YOUR COMPUTER ISN’T PRINTING. 


IF YOU NEED MORE SPEED, YOU BETTER CALL THE APPLE DEALER WHERE YOU BOUGHT YOUR 
COMPUTER, 'CUZ HE PROBABLY SOLO YOU A CENTRIS IN A POWER MAC CASE. KEEP IN MIND 
HOWEVER, THAT AS OF SYSTEM 7.5 THE SOUND DRIVERS IN THE POWERMAC ARE STILL 
RUNNING UNDER EMULATION. YOU WILL, THEREFORE, SEE SPEED GAINS BY DECREASING THE 
NUMBER OF SOUND CHANNELS MARATHON USES. 


YOU MIGHT WANT TO SWITCH INTO LOW RES MODE, ESPECIALLY IN A NETWORK GAME, WHERE IT’S 
A MATTER OF LIFE AND DEATH. DN SLOWER 040'S YOU CAN SHRINK THE SIZE OF THE 
GRAPHICS WINDOW. 


YOU SHOULD RUN IN LOW RES, WITHOUT FLOOR OR CEILING TEXTURES ON. INSTEAD OF 
TURNING OFF THE FLOOR AND CEILING TEXTURES YOU COULD RUN AT 5D% SCREEN SIZE. ALSO, 
TRY USING ONLY ONE SOUND CHANNEL AND TURNING OFF THE MUSIC. YOU MIGHT ALSO WANT 
TO RUN WITH THE EVERY OTHER SCAN LINE OPTION ENABLED (IF YOU HAVE SLOW VRAM). 


UNFORTUNATELY YOU ARE AT THE BOTTOM OF THE FOOD CHAIN HERE. YOU WILL PROBABLY 
WANT TO RUN IN LOW RES AT 50% SCREEN SIZE WITH NO FLOOR OR CEILING TEXTURES, NO 
MUSIC, ONE CHANNEL SOUND, AND WITH THE EVERY OTHER SCAN LINE OPTION SELECTED. IN 
ALL HONESTY THOUGH, YOU’LL PROBABLY WANT TO RUN ON A POWERMAC. LOOK ON THE 
BRIGHT SIDE, APPLE JUST LOWERED THEIR PRIDES AGAIN... 





C R ED ITS 

DISPLAYS THE CREDITS. 


■QUIT 

UH, DUH, UHMM, THIS LIKE, BREAKS THE COMPUTER OR SOMETHING, YEAH THAT’S RIGHT. 

Press It, Press It, press It. 
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THE PREFt jCES DIALOG ALLOWS YOU TO CUSTOMIZE MARATHON FOR YOUR OWN TASTE. TO 
ACCESS THE PREFERENCES DIALOG PRESS THE PREFERENCES BUTTON ON THE MAIN MENU. 

Note: some items require extra memory before becoming available. Some items are 

PERMANENTLY DISABLED ON PQWERMACS. 

GRAPHICS 

Detail High resolution mode 

DISPLAYS THE GRAPHICS 
AS SHARPLY AND CLEARLY 
AS POSSIBLE. Law 

Resolution mode 

DISPLAYS THE GRAPHICS 
ONE HALF AS SHARP AS 
THE Hl-RES MODE FOR A 
THREE FOLD SPEED 
INCREASE. 

Window size This menu lets you select the size of the window in which 

Marathon draws its graphics, selecting Full Screen runs the 
GRAPHICS IN 64D X 4BO FULL SCREEN MODE WITHOUT DRAWING THE 

Marathon interface. 1 is the default option, you can 

MAKE THE GRAPHICS SMALLER FOR A BIG SPEED INCREASE. 

Number of colors 256 displays graphics in b—bit, 256 colors. This mdde is 

DEFINITELY FASTER THAN 1 6-BIT MODE. SELECT THOUSANDS FOR 
1 6-BIT, 65,536 COLORS. 1 6-BIT MODE LOOKS BETTER AND MAKES 
LIGHTING EFFECTS LOOK SMOOTHER. YOU MIGHT NEED TO GIVE 
MARATHON MORE MEMORY TO ACCESS THIS FEATURE. 

THIS OPTION DRAWS EVERY OTHER HORIZONTAL SCAN LINE. THIS 
PROVIDES A SPEED GAIN ONLY ON MACHINES WITH SLOW VRAM. IT'LL 
LOOK WEIRD AT FIRST BUT YOU'LL GET USED TO IT AFTER A FEW 
MINUTES. 

BRIGHTNESS USE THIS OPTION TO ADJUST THE BRIGHTNESS OF THE GAME’S 

GRAPHICS WITHOUT HAVING TO ADJUST YOUR MONITOR. 

SELECT THIS OPTION IF YOU ARE RUNNING ON A QUADRA (OR 
PERFORMA) 630 AND WANT TO USE THE HARDWARE VIDEO 
ACCELERATOR. THIS FEATURE FORCES YOU TO RUN IN 1 6-BIT COLOR, 
BUT IS FASTER THAN RUNNING IN B-BIT COLOR WITHOUT THE 
ACCELERATION. 

Textured floors With this option selected, Marathon maps textures onto the 

floors. There is a speed gain by turning this off, but we 

RECOMMEND YOU LEAVE IT ON AND SACRIFICE SOMETHING ELSE. 

Textured Ceilings With this option selected, marathon maps textures onto the 

ceilings. We recommend running with this option on. It may be 

SLOWER, BUT IT LOOKS SO PRETTY. 


QUADRA 630 
Acceleration 


Draw Every 
□ ther Line 


Pelall: | High Beiolutlon -el COreut Cuery Other line 

« II..,[ full Stracn . 1 S?""'” 

* ■ ■■ ' BTeKture ( piling s 

Colon: | thouiandi~T| B feature Floor* 


Number of Colon: | ThouiandT 
Br1ghtnen: | tight 


| Channel!: |3y| Uolume: | 7 -rj OMouie and Keyboard 
! Sample Rale:| 22.255 kHz -r| ® Keyboard (Include! all 

-* programmable joy j titk» 

H Background Muiic E Stereo end control padt) 

Difficulty leuel- j total Carnage -rj C' 

Mang of (hate tattlngi affect Marathon*! frame rale and 
memory requirement!, for a full eHptanatlon of uihat 
everything meam, refer to page 6 of your manual. 


Sound 


Channels the number of channels allocated determines the number of 

sounds that can be played simultaneously. I.E. if you have 
two channels allocated, two sound effects dan be played at a 
time, a third sound will preempt one of the original z sounds. 

You CAN SELECT ONE CHANNEL FOR A SIGNIFICANT SPEED GAIN ON 
SOME HARDWARE (INCLUDING POWERMaCS WHOSE SOUND DRIVERS ARE 
STILL UNDER EMULATION). 

Volume This sets the volume at which your speaker plays sound. 

Select “off" for no sound. 

sample Rate Marathon can play sound effects at their native 22.225Khz 

sample rate or at a reduced (lower quality) sample rate of 

11.1 27KHZ. THE LOWER SAMPLE RATE REDUCES MARATHON'S 
MEMORY (RAM) REQUIREMENT. 

Background Music Select this option to hear Marathon's soundtrack during 

GAME PLAY. FOR BACKGROUND MUSIC YOU NEED TO HAVE QUICKTIME 
2.Q WITH THE MUSICAL INSTRUMENT FILE INSTALLED (PLUS YOU’LL 
NEED TO GIVE MARATHON MORE MEMORY). REFER TO THE GETTING 

Started Section for information on QuickTime 2.c. 

Stereo With stereo sound engaged, sounds will be played through 

THE SPEAKER (LEFT OR RIGHT) CLOSEST TO WHERE THEY EMANATE IN 
THE GAME. I.E. IF A MONSTER IS ON YOUR RIGHT, HIS SOUNDS WILL 
PLAY THROUGH THE RIGHT SPEAKER AND AS HE MOVES TO THE LEFT HIS 
SOUNDS WILL MOVE TO THE LEFT SPEAKER. MAKE SURE YOU HAVE 
STEREO SPEAKERS OR HEADPHONES, AND SOUND MANAGER 3.C OR 
HIGHER. STEREO EFFECTS REQUIRE EXTRA PROCESSING, SO YOU WILL 
SEE A SPEED GAIN BY TURNING THIS OFF. 

Controls 

Mouse & Keyboard Select this option to control turning, and looking up and 

DOWN WITH THE MOUSE. DTHER ACTIONS ARE CONTROLLED BY THE 
KEYBOARD. 

Keyboard Select this option to use the keyboard for game play. Also 

SELECT THIS IF YOU ARE USING A GAME CONTROLLER DEVICE SUCH AS 

A Gamepad, quePad or joystick. 

Setup Keys... Allows you to customize the keyboard controls. (See the 

CONTROLS SECTION) 

DIFFICULTY LEVEL ALLOWS YOU TO DETERMINE THE DIFFICULTY OF THE GAME. 

SPAZEROIDS SHOULD PLAY ON AN EASY LEVEL, VlDMASTERS PLAY AT 
HIGHER LEVELS. YOU MAY HAVE TO PLAY A FEW TIMES BEFORE YOU 
CAN MAKE IT THOUGH ON THE TOTAL CARNAGE SETTING. 
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You can cl ,^ql Marathon with the keyboard or mouse. A variety of third party 

INPUT DEVICES ALSO WORK WITH MARATHON INCLUDING JOYSTICKS, GAME CONTROLLERS, AND 

VR Headsets. 

In MARATHON YOU HAVE CONTROLS THAT DO THE FOLLOWING: 

TO PAUSE A GAME PRESS COMMAND-P (THIS DOESN’T WORK IN A NETWORK GAME). TO QUIT A 
GAME PRESS DDMMAND‘Q. TO SAVE A GAME PRESS COMMAND'S. 

YOU CAN ASSIGN KEYS TO EXECUTE THE FOLLOWING FUNCTIONS.' 

Movement 

Forward Walk forward. 

backward Walk backward. 

Turn Left Rotates your 

point of view 
towards the left. 

Turn Right Rotates your 

POINT OF VIEW TO 
THE RIGHT. 

Sidestep Left Leftward Side 

Step. 

sidestep Right rightward Side Step. 


Locking 

glance Left Quickly rotates your view 90 degrees left of your current point 

of view. This does not actually rotate your booy, only your 

HEAD AND WEAPON. 

GLANCE RIGHT QUICKLY ROTATES YOUR VIEW 90 DEGREES RIGHT OF YOUR CURRENT 

POINT OF VIEW. THIS DOES NOT ACTUALLY ROTATE YOUR BODY, ONLY 
YOUR HEAD AND WEAPON. 

Look Up Looks up. Keep in mind that you fire in the direction you are 

LOOKING. So, TO FIRE AT SOMETHING UP ON A LEDGE, YOU NEED TO 
LOOK UP AT IT AND THEN FIRE. 

Look Down Lddks down. 

Look Ahead This resets your vertical point of view to be straight at the 

horizon. This is useful after you have been looking up at 
something. Also, your pitch will automatically drift towards 

LEVEL ONCE YOU START RUNNING. 



Weapons 


( 

Previous switches your current weapon to previous weapon in your 

INVENTORY. 

Next Switches your current weapon to the next weapon in your 

INVENTORY. 

Trigger Fires the current weapon. 

2nd trigger Fires the current weapon’s secondary ordinance (if it has one). 

Modifiers 

side Step While holding down this key, the turn left/right keys function 

as sidestep left/right keys. 

run While holding down this key, the forward/backward keys move 

YOU AT A RUNNING PACE. IF SET TO CAPS LOCK, YOU WILL ALWAYS RUN 
IF DAPS LOCK IS DOWN. 

LOOK WHILE HOLDING DOWN THIS KEY, THE FORWARD/BACKWARD KEYS 

FUNCTION AS LOOK UP/DOWN KEYS. 

Miscellaneous 

Action opens doors, reincarnates you in a network 

GAME, AND PERFORMS OTHER HELPFUL ACTIONS AS 
NOTED. 

Automap displays "live” automap. 

Microphone Activates microphone for broadcasting speech 

DURING A NETWORK GAME. 


IN ADDITION TO SETTING UP YOUR OWN CUSTOM 
KEYBOARD CONFIGURATION, THERE ARE THREE DEFAULT 
LAYOUTS YOU CAN CHOOSE FROM: STANDARD (NUMERIC 

keypad), Arrow keys, and Powerbook. 



Layout 





l- • 

Being NAKtD in space stinks. Lucky for you, Mr. Security officer, you are dressed 

IN ACTIVE MILITARY UNIFORM, COMPLETE WITH A CYBERHEAD™ HELMET. YOUR CYBERHEAD 
DEVICE IS YOUR INTERFACE TO YOUR SURROUNDING ENVIRONMENT. 



Oxygen Level Display 

shield Energy display 

View Screen 

Motion Sensor 

Microphone Indicator 

Weapons Manifest 


oxygen Level 


Displays current oxygen levels. If this reaches zero you will 
asphyxiate. 


shield Energy displays the energy level of your suit’s shields. When this 

REACHES ZERO YOU DIE. 

View Screen This section displays the view from your helmet. You can 

CHANGE THE SIZE AND RESOLUTION OF THE DISPLAY IN THE 

Preferences Dialog. 


Motion sensor This handy dandy device detects moving bodies. Friendly motion 

PATTERNS (CIVILIANS, DEFENSE DRONES, OR NETWORKED TEAM MEMBERS) 
APPEAR AS GREEN SQUARES. HOSTILE OR UNKNOWN PATTERNS SHOW UP 
AS RED TRIANGLES. HOSTILE NETWORK OPPONENTS APPEAR AS YELLOW 
SQUARES. THE GREEN SQUARE IN THE CENTER IS YOU. !F YOU DON'T 
APPEAR ON YOUR OWN MOTION SENSOR, IT IS SAFE TO ASSUME YOU 
AREN’T SHOWING UP ON ANYONE ELSE’S. 


MICROPHONE THIS LIGHTS UP AS YOU HOLD DOWN THE MICROPHONE BUTTON TO TALK 

INDICATOR TO OTHER PLAYERS OVER THE NETWORK. 


Weapons Manifest The list on the left displays the weapons and ammunition in your 
POSSESSION. THE IMAGE ON THE RIGHT DISPLAYS THE CURRENT WEAPON 
IN USE AND ITS AMMD LEVEL. 


In Marathon you are a security officer aboard the interstellar colony s 
Marathon. The Marathon is attacked by a vicious race of slavers known as the 
phfor. You must defend your ship and crew from the invading phfor OR ALL OF 

HUMANITY WILL FALL TO THEIR MERCIES (OR AT LEAST YOUR BUTT WILL BE TOAST, WHICH 
SHOULD BE MOTIVATION ENOUGH TO FEND THEM OFF). 

THE GAME STARTS AS YOU BOARD THE MARATHON AFTER NARROWLY ESCAPING THE 
DESTRUCTION OF YOUR ORBITAL SHUTTLE. 



Navigation 

YOU CAN CONTROL YOUR CHARACTER WITH THE KEYBOARD, MOUSE, OR OTHER THIRD PARTY 
DEVICES. CHECK THE CONFIGURE KEYBOARD DIALOG FOR THE KEYBOARD COMMANDS FOR 
MOVING. THE DEFAULT KEYS LET YOU WALK WITH THE NUMERIC KEYPAD. 

YOU CAN SIDE STEP (OR DODGE) BY PRESSING ‘Z’ AND 4 X’. SIDE STEPPING IS PARTICULARLY 
USEFUL FOR AVOIDING ENEMY FIRE. 

YOU CAN LOOK UP OR DOWN BY PRESSING ’D’ OR ‘C’. 

Marathon has a real physics model, complete with gravity and momentum. You can 

CLIMB STAIRS, JUMP FROM LEDGES, AND BE KILLED BY NEARBY EXPLOSIONS. 


Accessing Marathon’s Als 

All of Marathon’s automated systems are controlled by 3 

Als (ARTIFICIAL INTELLIGENCES). ONE WAS DESTROYED IN THE 
ALIEN ATTACK. ANOTHER, “DURANDAL” WAS SEVERELY INJURED. 

THE THIRD, "LEELA”, THE SHIP OPERATIONS A! REMAINED 
OPERATIONAL. THE Al’S ARE ACCESSED THROUGH COMPUTER INTERFACE TERMINALS THAT CAN 
BE FOUND ON EVERY LEVEL. INTERFACING WITH THE AIS IS VITAL TO OBTAINING INFORMATION 
AND PLANNING OBJECTIVES TOWARDS DEFEATING THE ALIEN ATTACK. LEELA WILL BE VERY 
HELPFUL, BUT BEWARE OF THE INJURED AND MALFUNCTIONING DURANDAL. TO GAIN ACCESS 
WALK UP TO THE TERMINAL AND PRESS THE ACTION KEY (TAB). 



Using Weapons 

Fire your weapon by pressing the Space bar. If your weapon is 
EQUIPPED WITH A SECONDARY ORDINANCE, FIRE THAT BY PRESSING THE 

Option key. 

Your weapons and ammunition are displayed in your inventory. To 

SWITCH WEAPONS PRESS ‘*7’ OR ‘S’ (ON THE KEYPAD). YOUR WEAPON WILL AUTOMATICALLY 
RELOAD IF YOU HAVE SPENT A CLIP (ASSUMING YOU HAVE AMMO FOR IT). 

CARNAGE IS AS EASY AS POINT AND SHOOT. DIFFERENT WEAPONS ARE CHARACTERIZED WITH 
DIFFERENT DYNAMICS. IT IS UNWISE, FOR EXAMPLE, TO USE THE ROCKET LAUNCHER IN CLOSE 
COMBAT. 

















Autdmapping 

Marathon has a '‘live” autdmapping device which is 

DISPLAYED BY PRESSING ‘M’ ON THE KEYBOARD. THE MAP SHOWS 
AN OVERHEAD VIEW OF TERRAIN YOU HAVE VISITED. YOU DAN 
WALK AROUND WHILE VIEWING THE AUTOMAP. 

Your location is marked by a red arrow, civilians are 

IDENTIFIED AS BLUE SQUARES. THE PHFOR DO NOT SHOW UP ON 
THE MAP. 



TO ZOOM IN/OUT ON THE MAP PRESS * + ’ AND 


Picking Up Objects 

TO PICK UP AN OBJECT SIMPLY WALK OVER IT. IF IT DOESN’T APPEAR IN YOUR 
INVENTORY, THEN YOU CAN’T PICK IT UP. 



Opening Doors 

TO OPEN A DOOR WALK UP TO IT AND PRESS THE ACTION KEY. THERE ARE RUMORS 
OF SECRET DOORS. MY GUESS IS THAT THE ACTION KEY WILL OPEN THOSE TOO (IF 
THEY EXIST). IF A DOOR DOESN’T OPEN IT MIGHT BE LOCKED OR DAMAGED. 


Switches 

IF YOU ENCOUNTER A SWITCH PANEL LIKE THE ONES SHOWN HERE, YOU CAN THROW 
THE SWITCH BY LOOKING AT IT AND PRESSING THE ACTION KEY. SWITCHES CAN 
ACTIVATE/DEACTIVATE LIGHTS, DOORS, OR PLATFORMS. 
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Jump Pads 

AAHHH, LIFE IN THE GLORIOUS 2BTH CENTURY. WALKING INTO A JUMP PAD WILL 
INSTANTLY TRANSPORT YOU TO A NEW LOCATION. THE COMPUTER WILL USUALLY TELL 
YOU WHICH JUMP PADS TRANSPORT YOU WHERE. 



Biobus Chip Enhancements 


biobus Chip Enhancements (BCE’s) are plug ins for ydur suit and helmet. They have 

SELF-CONTAINED POWER SOURCES WHICH LAST ONLY FOR A SHORT PERIOD OF TIME. WHEN 
FOUND THEIR EFFECTS TAKE PLACE IMMEDIATELY. 


THIS BCE WILL MAKE YOU TRANSPARENT. TRANSPARENCIES CAN RUN IN PARALLEL, SO 
YOU BECOME MORE TRANSPARENT AFTER EACH ONE YOU PICK UP. YOU ARE 
UNDETECTABLE ON MOTION SENSORS AND MOST OF THE ALIENS WON’T BE ABLE TO 
TRACK YOU VERY WELL. 




EXTRAVSSION EXTENDS YOUR PERIPHERAL VISION TO 1 BO D . 


HYPERVISION CREATES A VISUAL IMAGE OF THE WORLD BASED ON A COMPOSITE OF 
LIGHT, HEAT, ELECTROMAGNETIC, AND RADAR WAVES. THE RESULTING IMAGE TINTS THE j 
WORLD BLUE, HUMANS YELLOW, THE PFHOR RED, AND ITEMS GREEN, 1 


Super Shield casts a high frequency particle shield around the user, 

RESULTING IN VIRTUAL INVULNERABILITY TO PHYSICAL HARM. (NOTE! EMOTIONAL 
TRAUMA IS STILL A POSSIBILITY). THE USER’S BODY WILL GLOW WITH A STATIC SHEEN. 

High energy weapons can still penetrate this shield. 


Civilians 

THE ORIGINAL CREW OF THE MARATHON CONSISTED OF 5D SENIOR STAFF, 1 1 5D 
OFFICERS, AND 24,CPD CIVILIANS ALL OF WHOM WERE CITIZENS OF THE MARS 

colony or Earth. Some individuals were placed in stasis for the 

INTERSTELLAR JOURNEY, BUT MOST CIVILIANS LIVED AND WORKED ON THE SHIP AND 
RAISED FAMILIES THERE. AS THE CREW AGED, A NEW GENERATION OF HUMANS WERE 
BORN AND RAISED ON THE MARATHON. BY SOME, THESE CHILDREN WERE LOOKED 
DOWN UPON AND CALLED “BOB", SHORT FOR BORN ON BOARD. THESE CITIZENS 
GREW TO RUN THE SHIP AND MANY CAN SE SEEN IN THE GAME RUNNING FOR THEIR 
LIVES. IT IS YOUR SWORN DUTY AS A SECURITY OFFICER TO PROTECT BOB. 



Rein carnation 

TO RESTORE YOUR GAME TO THE LAST SPOT YOU SAVED BEFORE DYING, OR TO REINCARNATE 
DURING A NETWORK GAME, PRESS THE ACTION KEY (TAB). 


Saving The Game 

TO SAVE YDUR GAME, YOU MUST FIND A PATTERN BUFFER DEVICE 
WHICH LOOKS LIKE THE GRAPHIC DISPLAYED HERE. WALK UP TO IT 
AND PRESS THE ACTIDN KEY AND YOUR COMPLETE 

BlOCHEMOELECTRICAL PATTERN IS STORED FOR LATER RETRIEVAL. 





















THE FOLLDWiinG is a run-down on some pf the weapons that were stocked onboard the 
Marathon, this text is reproduced, with permission, from the UESG Marathon 
defense planning commission report 1359-f- Militia supply supplement. 


standard Issue for all security officers and active duty field 
personnel. Utilizes 8-shot cups of .45 caliber high velocity, 
vacuum enabled teflon rounds {teflon maintains stable flight 
for accuracy). Titanium construction results in a sturdy, 

RELIABLE, LIGHTWEIGHT FIREARM. 



Fires sod rounds per minute of .75 caliber 
shells. Standard clip holds 52 rounds of high 
velocity ammunition. Also fires m-class ultra- 
high yield grenade cartridges, grenade clips 
hold 7 ROUNDS. M.75 ammunition is neither 
VACUUM ENABLED NDR TEFLON COATED, AND DUE TO A MANUFACTURING DEFECT IS HIGHLY 
INACCURATE AT LONG RANGE. 




THE TECH.5D IS AN EXTREMELY EXPENSIVE WEAPON TO PRODUCE AND IS 
USED PRIMARILY BY ELITE COMMANDO TACTICAL TROOPS. NORMAL FIRING 
MODE PRODUCES 20 HIGH IMPACT ENERGY BOLTS (5.B3 TERAWATTS EACH) 

IN EIGHT SECONDS. THE SECONDARY TRIGGER WILL CHARGE THE INTERNAL 
MlCROFUSE REACTION CORE TO 1 7.5 TERAWATTS OF POWER; WHICH IS 
DISCHARGED IN ONE LARGE ENERGY BOLT. THE TECH.5C IS POWERED BY A DEUTERIOXIDE 
HALOGEN BATTERY PACK CAPABLE OF PRODUCING 1 1 6.6 TERAWATTS OF POWER. 


THIS SHOULDER MOUNTED DEVICE FIRES SHORT RANGE SURFACE TO 
SURFACE HIGH-EXPLOSIVE MINI-ROCKETS. ROCKET VELOCITY IS 1 1 O 
METERS/SECOND WITH A RANGE OF 2 500 METERS. ROCKETS EXPLODE 
ON IMPACT WITH A BLAST RADIUS OF 1 □ METERS. 



FUELED BY A SINGLE NAPALM-75 CANISTER, THE TOZT.25 WILL 
DISCHARGE A STREAM OF FIRE 2D FEET LONG, CONTINUOUSLY FOR 
7 SECONDS. THE TOZT IS MOST EFFECTIVE WHEN USED IN SHORT 
CONTROLLED BURSTS. 



Marathon is a lot of fun to play over a network. It really is a lot of fun, »v£ aren’t 

JUST PUMPING OUR EGOS HERE. WE’VE ALREADY WASTED COUNTLESS HOURS TOOLING AWAY AT 
EACH OTHER. WE STRONGLY ENCOURAGE YOU TO TRY PLAYING ON THE NETWORK IF YOU HAVE 
ONE, OR LUGGING YOUR MACHINE TO A FRIEND'S HOUSE TO PLAY (IT’S WORTH IT - TRUST US). 


Setting up a Netwdrk Game 

to play Marathon over the network you will need at least two Macintosh computers 

CONNECTED VIA LoCALTALK, ETHERNET, OR EQUIVALENT AND AT LEAST TWO CONSCIOUS AND 
SENTIENT BEINGS TO OPERATE THEM. EACH PLAYER MUST LAUNCH A DIFFERENT COPY OF 
MARATHON ON THEIR MACHINE. 

ONE PERSON MUST SERVE AS THE GATHERER. THIS IS USUALLY THE PERSON WITH THE FASTEST 
COMPUTER (OR MOST INTIMIDATING PHYSICAL CHARACTERISTICS). EVERYONE ELSE MUST JOIN 
THE GAME BY PRESSING THE JOIN NETWORK GAME BUTTON ON THE MAIN MENU. 

Pressing the join Network game button 

GIVES YOU THE JOIN NETWORK GAME DIALOG 
BOX. TYPE YOUR NAME (YOU SHOULD BE 
CREATIVE HERE) AND SELECT YOUR TEAM COLOR. 

THEN PRESS THE JOIN BUTTON. ONCE THE 
GATHERER HAS ADDED YOU TO THE GAME, A 
LIST OF ALL THE PLAYERS WILL APPEAR IN THE 

Players In Game box. 

PRESSING THE GATHER NETWORK GAME BUTTON ALLOWS YOU TO SETUP THE GAME’S 
PARAMETERS AND GATHER IN JOINING PLAYERS. IN THE SETUP NETWORK GAME DIALOG YDU 
ARE RESPONSIBLE FOR SELECTING CERTAIN NETWORK AND GAME OPTIONS. 


SELECT YOUR TYPE OF NETWORK FROM THE 

Network pop-up menu, an improper setting 

HERE WILL RESULT IN POOR PERFORMANCE. NOTE: 

Abnormally slow Ethernet networks may play 

FASTER IF THIS MENU IS SET TO LOCALTALK. 

YOU DAN TALK TO OTHER PLAYERS OVER THE BUILT 
IN MICROPHONE ON YOUR MAD. SELECT THE ALLOW 
Realtime Audio Checkbox to enable this 
feature. 


Select the difficulty level from the Level 

POP-UP MENU. The DIFFICULTY LEVELS DETERMINE THE TYPES OF MONSTERS IN THE GAME. 

Select the map to play on from the Map pop-up menu. Only network-play maps will 

APPEAR IN THIS MENU. 


i-Rppearence- 

Nome:jRlrtiead 


-Game Dp Horn — - ———- 

Map: f~ Mart Wan It Women | 

□ Rlten* 

E3 No Teams (force Unique Color*) 

□ Map Show* Rll Player* 

□ DUabte Motion Senior 

□ Penalize Dying (10 tecandt) 

□ Penalize Suicide (15 *econd<) 


S Allow Realtime Rudlo 
(require* microphone) 


[ Duration- 

O Untlmed 

O nme limit:_ 

® Hill Limit: [666 j kill* 


Refer to page !7of your manual fora full detertption ofthe (Cancel) | 
network menu. Chooiing an Inappropriate network type may r — ■ i 
reiult In an unreipanilue or jumpy game. | OK | 








There are two measurements by which to end a network same or Marathon; time and 
Kills. Select the Time Limit radio button to determine a game’s end by time, and 

SELECT THE KILL LIMIT RADIO BUTTON TO DETERMINE A GAME’S END BY KILLS. TYPE THE VALUE 
(TIME LIMIT OR KILL LIMIT) INTO THE TEXT BOX. 


The Gathering 

□ NDE ALL THE OPTIONS ARE SET IN THE SETUP 

Network Game dialog box, you then gather 

IN OTHER PLAYERS IN THE GATHER NETWORK 
GAME DIALOG. 

SELECT PLAYERS FROM THE LIST ON THE LEFT OF 
THE DIALOG. IF YOU HAVE A MULTI-ZONE 
NETWORK, A ZONE POP-UP MENU WILL APPEAR AT 
THE TOP OF THE PLAYER SELECTION LIST ALLOWING 

Once all the players have been added press the ok button and the game will begin! 



YOU TO ADD PLAYERS IN DIFFERENT ZONES. 


Teams and Friendly Fire 


When playing a network game it is possible to play in teams. When opting for team 


PLAY, INDIVIDUALS CHOOSE THE SAME TEAM COLOR. MAKE SURE YOU HAVEN’T SELECTED THE 

No Teams option in the Setup Network Game dialog, team members show up as green 

SQUARES ON YOUR MOTipN SENSOR. IT IS POSSIBLE TO KILL YOUR OWN TEAM MEMBERS, SO BE 
CAREFUL. YOU CAN SEE YOUR TEAM-MEMBER'S SCREENS BY PRESSING THE DELETE KEY. 

Using the Mic 

TO SEND A “LIVE" VOICE MESSAGE TO THE OTHER PLAYERS IN THE GAME, HOLD DOWN THE 
MICROPHONE KEY (~) AND SPEAK INTO THE MICROPHONE. THE MICROPHONE INDICATOR ON THE 
GAME’S INTERFACE WILL LIGHT UP WHILE THE MICROPHONE IS ACTIVE. 


Post-Game 

Carnage Report 

After each network game of Marathon a Post 
Game Carnage Report is generated. 


The report displays data three ways. 


This graph shows each player's kills and 
deaths and ranks players according to the 

RATIO OF KILLS TO DEATHS. 


6r#pti of: | Told Carriage 



Tol«mil»:ttM(l(MO kpm) 

Total Oealht: 119 <11.90 dpm) Including d itiiddei 


YOU DAN VIEW AN INDIVIDUAL’S PERFORMANCE BY SELECTING THEIR NAME FROM THE POP UP 
MENU (YOU CAN ALSO CYCLE THROUGH THE GRAPHS WITH THE UP AND DOWN ARROW KEYS). 

These graphs show an individual’s performance against each of the players listed. 


This graph shows each team’s kills and deaths and ranks them according to their 

RATIO OF KILLS TO DEATHS. 

















Marathl <as the ability to record games for later playback into films. The film is 

JUST LIKE WATCHING A MOVIE OF A GAME OF MARATHON. YOU CAN FAST-FORWARD OR BLOW- 
MOTION AND YOU CAN SAVE THE FILM TO DISK FOR WATCHING LATER. YOU ALSO HAVE THE 
ABILITY TO VIEW THE FILM FROM ANY PLAYER’S POINT OF VIEW (FOR A NETWORKED GAME). DUE 
TO SWIFT PROGRAMMING, FILM FILES ONLY TAKE UP ABOUT 25K WORTH OF DISK SPACE. 


Every time a new game is started, marathon will record that play session into the 
Marathon film buffer. 

You can watch the contents of the Marathon film buffer by clicking Replay Last 

FILM ON THE MAIN MENU. 

YOU CAN SAVE THE CONTENTS OF THE MARATHON FILM BUFFER TO DISK AS A FILM FILE (SO YOU 
CAN WATCH IT LATER, OR SHOW IT TO FRIENDS) BY CLICKING SAVE LAST FILM ON THE MAIN 


TO WATCH A FILM YOU HAVE SAVED TO DISK, CLICK REPLAY SAVED FILM ON THE MAIN MENU. 


TO FAST-FORWARD DURING A REPLAY PRESS THE RIGHT BRACKET(J) KEY ON THE KEYBOARD. 
TO SLOW DOWN THE PLAYBACK PRESS THE LEFT BRACKET (0 KEY. 


TO CHANGE TO A DIFFERENT PLAYER'S POINT OF VIEW PRESS THE DELETE KEY. 


a ’s funniest Marathon /f 

Send os 


Send us 

your funniest replays from Marathon. 


e f>/; 


We are making a collection of replays and if we use yours we'll 
send you a free T-Shirt! 

Submission Guidelines: 

Send your replay file along with a note Identifying where to find the cool stuff 
(i.e. whose view to watch and how far Into the replay it Is) to: 
Bungie1@aol.com (Attn: AFMR) 
or 

Bungie Software 

Attn: America's Funniest Marathon Replays 
PO Box 7877 
Chicago, IL 60680-7877 

All submissions become the property of Bungle Software 


BEFORE GIVING UP TRY THE FOLLOWING: 

A) Restart your computer with extensions off. To do this hold down the shift key 

WHILE RESTARTING YOUR COMPUTER. THE MESSAGE “EXTENSIONS OFF" WILL APPEAR IN THE 
BOX THAT READS WELCOME TO MACINTOSH. 

B) COPY THE INSTALLATION FILES FROM THE DISKETTES TO ONE FOLDER ON YOUR HARD DRIVE. 

Make sure all the files are in the same folder. 

C) RUN THE INSTALLER FROM YOUR HARD DRIVE. 

IF THESE STEPS DON’T WORK, PLEASE CALL US AT 3 1 2.563.6200, EX. 23 


THE BACKGROUND MUSIC REQUIRES QUICKTIME 2.0. MAKE SURE THAT THE FOLLOWING FILES 
ARE IN YOUR EXTENSION FOLDER AND THEN REBOOT YOUR MACHINE.’ QUICKTIME 2.0, 
QuickTime Musical Instruments, and if you’re on a PowerMac, QuickTime PowerPlug. 
You ALSO NEED TO ALLOCATE EXTRA MEMORY FOR THIS FEATURE TO WORK (TRY 5000K). 
REFER TO THE GETTING STARTED SECTION IF YOU DON’T HAVE QUICKTIME 2.0. 


Stereo Sound requires Sound Manager 3.0. Make sure you have Sound Manager 
3.0 installed. You may also need to give Marathon more memory for this feature to 
activate. Refer to the Getting Started section for more info. 


YOUR SYSTEM SOFTWARE NEEDS MORE MEMORY. YOU CAN GIVE YOUR SYSTEM MORE MEMORY IF 
YOU DECREASE THE AMOUNT OF MEMORY EVERYTHING ELSE IS USING. SO, QUIT OTHER 
APPLICATIONS, CLOSE ALL WINDOWS, AND (IF NECESSARY) SLIGHTLY DECREASE THE AMOUNT OF 
MEMORY GIVEN TO MARATHON. IF ALL ELSE FAILS, BUY SIMMS!! 


Practice, Practice, practice. 


Well, some of the advanced features such as 1 6-bit graphics and background music 

TAKE A LITTLE EXTRA MEMORY. TRY INCREASING MARATHON’S MEMORY AND TRYING AGAIN. 


While in the finder, select the Marathon application icon, choose Get Info... from 

THE FINDER’S FILE MENU. SELECT THE TEXT BOX LABELED PREFERRED SIZE AND TYPE A 
LARGER NUMBER INTO IT. 


Make sure your micrdphdne is connected properly. The best way to test this is to 

OPEN UP YDUR SOUND CONTROL PANEL AND TRY TO RECORD A SOUND. 
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|(i' O B.C. THE PERSIAN KING DARIUS LANDED 20,000 CAVALRY, INFANTRY AND 
ARCHERS PN THE PLAIN DF MARATHON AND ESTABLISHED A DEFENSIVE BEACHHEAD WHERE HE 
INTENDED TO DESTROY THE GREEK FORCES BEFORE CONQUERING ATHENS. THE GREEK 
GENERAL MULTIADES, LEADING 1 □,□□□ INFANTRY, LEARNED THAT THE PERSIANS WERE 
RESTING AND WATERING THEIR HORSES WHILE AWAITING THE GREEK ATTACK. MULTIADES 
DECIDED TO FORGO THE STANDARD, SLOW, PHALANX FORMATION AND CHARGED HIS TROOPS AT 
A DEAD RUN ACROSS THE PLAIN. BEFORE THE PERSIANS COULD REACT, THE GREEKS WERE 
INSIDE THEIR ARCHERS’ RANGE. THE ATHENIAN INFANTRY HAD SUPERIOR ARMOR AND MELEE 
WEAPONS, AND THE LIGHTLY-ARMED PERSIANS, WITHOUT ARCHERY OR CAVALRY SUPPORT, WERE 
BUTCHERED. A GREEK SOLDIER, PHIDIPPIDES, RAN THE 26.2 MILES FROM THE PLAIN OF 
MARATHON TO ATHENS, WHERE HE ANNOUNCED THE GREEK VICTORY BEFORE DYING. 


DARIUS RETREATED TO HIS SHIPS, AND SAILED DIRECTLY FOR ATHENS. MULTIADES, 
GUESSING THE PERSIAN INTENT, LED THE ATHENIANS ON AN OVERNIGHT FORCED MARCH TO THE 
CITY. THE NEXT MORNING, THE PERSIAN FLEET ARRIVED AT ATHENS TO FIND THE GREEK ARMY 
WAITING FOR THEM. THE PERSIANS TURNED AND FLED. IN ALL, THE PERSIANS LOST 6.4GD 
MEN; THE GREEKS, 1 92. CONTRARY TO CUSTOM, THE GREEKS BURIED THEIR DEAD ON THE 

Plain of marathon to commemorate the victory. 


GARNAGE RATIO 1 ^ 3 3.33 

Kills per minute 13.73 


Lessons applicable to the game: Move fast, seize the initiative, wield 

SUPERIOR FIREPOWER, DIVE INTO THE MELEE, ANTICIPATE ENEMY MOVEMENTS, SLAUGHTER THE 
DEFENSELESS, ENDURE. 
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